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EIGHT FIGHTERS, EIGHT TECHNIQUl 

In ancient China, a powerful Kung f u technique 
known as Hjkkyoku ken ("the Eight-Point FisH 
was iit»trli>|H>rl hv i he imperial Guard, rhh 
technique won great admiration and many 
followers. Around the time of the Second World 
War, the Japanese army developed their own 
Hakkyoku ken technique* in order to create the 
ultimate fighting force. 

Now, the only active master of Hakkyoku ken — a 
young man named Akira Yukl — sets off In travel 
the world in search of enlightenments, and worthy 
opponents. 

He finds them in the World Fighting Tournament, 

where the W ongCSl tighten have gathered to 

determine who stands supreme in the art of hand-to-hand combat. Any and all 

techniques are allowed, as long as the contestants use no weapons hut their own 

bodies. After weeks of intense dueling, seven oilier warriors remain: 

Sarah Bryant and her brother lacky, both skilled in lee* Kune Do... Lau Chan and his 
daughter Pai and their special variations of Kung Fu.„ |effry McWild, master o) the 
violent Creek Fighting siyle known as Pancratium,.. The ruthless professional wrestler 
Wolf Hawkfletd... The mnja KagemafU and his mysterious Hagakure techniques,... 

All eight of these fighters have arrived to test their methods and iheir might against 
ea< h other. Who will slant! victorious? 





TING UP: USING THE SEGA SA 



1. Set up your Sega Saturn system by following the instructions in the Sega Saturn 
Instruction Manual. Plug in Control Pad I, For 2 -player games, plug in 
Control Pad 2 also. 

2. Place the Virtue FlgtUet m Remix disc, label side up. in the well of the CD tray and 
close the lid, 

3. Turn on the TV or monitor and the Sega Saturn. The Sega Saturn logo will appear on 
screen. If nothing appears, turn the system OFF and make sure it is set up correctly 
before turning it ON again, 

A. It you wish to stop a game in progress, or the game ends, press the Reset Button on 
the Sega Saturn console to display the on-screen Control |>anel. 

Important: Your Sega Saturn CD contains a set urily code which allows the disc to be 
read. Be sure to keep the disc clean ami handle it < aretulh It your Sega Saturn system 
has trouble reading the disc, remove the disc and wipe it carefully, starting from the 
center of the disc ^nd wiping straight out toward the edge. 



tort CD 



OrtnWJWl 
CmttriFbt! 




KB CONTROL! 




ETTING STARTED 



lift Sk$ Butt™ ^ 






It It u ■* 


cww-^^^ 
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Dircctional Pad (DPad)* 

• I lighlights selections on menu screens. 

• Controls your fighter during game play. 
(Seepages 10-28 for fighting moves,) 

Start 

• Starts the game* 

• Selects items on main menu screen. 

• Pauses gameplay; resumes paused 
game. 

• Skips Instant Replay after match. 

left Shift Button, Right Shift Button 

• Not used. 

Buttons X, Y,Z 

• Not used. 



Button A* 

• Makes your fighter guard against attack. 

• Enters selections. 

Button B* 

• Makes your fighter punch. 

• Cancels selections. 

• Skips Instant Replay alter nun h. 

Button C* 

• Makes your fighter kn k 

• Inters selections. 



L v M 



• Use these buttons to proriuc 
attacks (sec pages 13- 2(1). 



Note: Button configurations can be 
changed in the Option menu 
(See page 7). 




A game demonstration and list of player rankings 
follow the VirtM Fighter Remtx Title screen. Watch the 
demo, ik |K«^s Start at any lime to return to the Title 
screen. Press Start again to bring up the game menu. 

Arcade lets you select a character and take on all 
challengers— just like at the arcades. 



Note: A second player can interrupt an Arcade match by pressing Start on the 2P 
Control \\u\. Shortly, the Player Select screen appears. After the challenger has selected 
a lighter, the VS match begins. Once a VS match ends and neither player chooses to 
Continue, the Arcade mode resumes at ihe same level as when the challenger entered 
the match. 

VS lets you and a friend each pick a character and challenge each other. A VS game 
can becancded during play by holding down Buttons A. B, and C simultaneously and 
pressing Start. The SEGA logo screen ap|>ears. 

Option brings up the Option menu (seepage 6). 

Ranking Mode is a one-player game similar to Arcade mode. When the game ends, you 
ice a data ^heet on your overall performance, You will only !*• able to access this mode 
after you have beaten Dural m Arcade mode with all options Ml to iheir default values 

Highlight the desired option by pressing the D- Pad UP or DOWN, then press Button A 

oi t , «»' Start 





Press (he D-Pad UP or DOWN lo select an option. Press LEFT or RIGHT lo make 
choices within that option. Press START at any time to exit to the Till*- S< reen. 

Life Gauge: Alter the length o( your fighter's Lite Gauge. 
Choose from five settings* The longer the life Gauge. Ihe 
less damage your fighter lakes per hit. 

Match Point: Select the number of rounds you want lo 
use to decide a fighter's victory. Choose from one to five 
points. 

Time Limit: ( hoose how long you want your match lo last; 10. 20, lOm hh m* i»nds. 
Choose NO LIMIT to turn the match timer off. 

Enemy Level (Arcade mode only): How tough do you want your Opponent to Ih ; 
Choose from EASY to EXPERT, 

Continue: Turn this option ON for continuous play, just like at (he an ades rum the 
option OFF to return to the Title screen alter the game ends, 

Sound Test, Voice Test, Music Test: Listen to the music, voices, and lOUftd efl« Is used 
in the game. Press the D-Pad LEFT or RIGHT to select Ihe name ol the track you want 
lo hear, then press Button A or C to play the track. Button B stops ihe sound. 




S/SELECT PLAYER 



Record: Arrets the Record screen to see stats on all the lighters 
in Ihe game. To review a detailed data ihetf ofa partu uldf 
fighter highlight the fighter's name by pressing the D-Pad UP or 
fX>WN, then press Button A or C. To return to ihe mam Record 
-t reen, press Button B or Start. Press again to return to the 
Option menu. 



To clear the Records, Press Buttons L, X, Y, and / simultaneously. 



Pad Control: Use this feature lo configure Ihebutlons On yOUl 
Control Pad. Select this option and press Button A or C lo bring 
up the Control Pad screen. Tlwre are lour different sellings 
available. Each player highlights the desired selling by pressing 
the OPad LEFI or RIGHT. Press Button R or Start to return to the 




Option menu. 



SELECT PLAYER 

When you choose a mode ol gameplay. Ihe Player Seta t 
screen appears next. Highlight tin* desired player by 
pressing Ihe IM'ad LEFT or RIGHT, and select that playei 
by pressing Button A, B or C You have 20 seconds lo 
select a tighter. When the timer runs (Kit, the highlights! 
fighter is automatically selected. In a VS game, Ivrth 
players can select the same fighter, if desired- 




THE ARENA 



UftGmg? 



( \\*t t t,i K. 




1 Champ*** » T«*fc*I Tiw 



life Gauge: the grccn bar on thts gauge gets smaller each time your tighter lakes 
damage rhe iik^ti^ whose life gauge vanishes * nmptetdv is knocked out and lows the 

round. 

timer: i ins shows the amount of time left in the fight. When the timet reaches zero, the 
fighter with the leas) amount oi vitality left in his or her life gauge lows the light. The 
timet can l»e adjusted 01 turned off In Ihe Option menu (see pane bi 

Victory: This shows the Mai numlier of round* won by each fighter, In the default 
game, the first fighter to win Iwo rounds wins the match. The number of rounds can 
also i>< + hH "i the I )ptton menu. 

( hampinn's Total Time (Arcade Mixle only): I his shows the total amount o( lime the 

current champion has lasted In ihe arena against his or her opponents. 



OVER/CONTINUE 



The game ends as soon as your fighter loses a match. 
The Continue screen appears next. To continue with 
your current level and opponent, press Start before the 
timer runs out. To speed up the timer. Up the A, B, or C 
button* 

The Player Select screen appears next. Select your 
fighter, then press Button C to move on to your first 
round with the opponent you lost to in your last game. 



You have an unlimited number of Continues in both Arcade and VS Modes. 

Ranking Mode: The game ends as soon as your fighter loses a match. The Ranking 
screen appears, showing your progress. There is no Continue option for this mode. 

FOR MORE INFORMATION,., 




Sega Cameplay Hotline ( 

French instructions/Instructions en fran^ais 
For the Latest News on SEGA SATURN 



_ I -4 15-591 -PLAY 

, 1-600-872-7142 

I -800-SEE SATURN 



wet) site 
ftp site m 
e-mail 



Visit Sega r s Internet Sites at: 

http://www.5ega0a.com 

ftp.segaoa.com 



CompuServe 



segasaturnGsegaoa.com 
GO SEGA 



THfc BASICS 




IAIN MOVES 



Here are the basic movements for (he D-Pad. All inductions on the following page* 
are for a lighter facing RIGHT. Reflect the instructions for a fighter facing LEFT. 



UupUf 



Utf ttftioinj 



hvp 9\'tu\i*i1 



Mm flat A*uur*f 



Cn.i#fA/AWprB4clwni 




M ' ■ Kvavnf 



L :.■,.': .\Ti ■ .' ■ ■ '■■' 



Crtmck 



KEY 



Directions on ihe D*Pad are indicated by arrows. 

Light arrows ( ) = Press D-Pad in direction indicated 

Solid arrows (->) ■ Press and HOLD D-Pad in direction indicated 

A = Guard (Detend) 

B = Punch 

C= Kuk 

| + | = Simultaneously (e& "IA+C1" means "Press Buitons A and C simultaneously") 

8BB*» = Rapid lap (££, repeatedly tap Button B as fast as possible) 



Quickstep: or 

Quickly press ihe D-Pad TWICE LEFT or TWICE RIGHT for a 

quick step in those directions. 



Dash: ■+ 

Press the D-Pad TWICE RIGHT and HOLD. 



Throw ull lighters except Akirai; |A + B| 

If you are within grabbing range of your opponent, press 
Bultons A and B SIMULTANEOUSLY to throw ihe opponent. 
Throws vary according to fighter. 



Mid-Level Kick: C 

Quickly pnss the D-Pad OOWN/RIGHT r then pros 

Button G This kick can damage an opixment who is in a 

< roLK'hnig guard position. 
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MOVES 



Quick Stomp; B 

Quickly press the D-Pad UP, (hen press Bulfon B Jo jump or 

stomp on a fallen opponent. 



QUICK SAVES 

When you're knocked off your feet, you'll get up 
automatically after a few seconds, bur during lh.it time your 
nplionenl mi^ht try to stomp on you. Use these moves to 
save yourself: 

Recovery: 



VIRTUA FIGHTERS 




Quickly Stand Up Straight: 

Roll Bac kwards Away From Opponent: 

Roll Away to One Side: 

Spring Up Onto Feet: 

kick Recovery: 



(rapidly toggle D-Pad left ami right) 
AAA„, 



Recover with High or Vertical Kick: 

Recover with Sweep Kick: 

Roll Away to Side + Sweep Klcte 



ccc„ 

+ CCC* 

ACACAC„. 



Full Name: AUaYuki 

Nationality: l.ipanesc 

Date of Birth: September 23. 1968 

Height: 5'9* <17fc cml 

Weight: lh7 pounds (76 kg) 

Occupation; Kung Fu Instructor 

Hobby: Kung Fu 

Specialty: Punches ami hand blows 



Mdm ft m especially ditiuultilhu '< - <*>*> wrIL m mostoi M$ high-powered mova 
require I combination or m>i mil button prvssea while he is standing within grabbing 
tangeol hh ow*>nrni. However 4 his Mouko Kohaxan and Kwkan i*u arefonnldable 
nlstam e Mt.h fa Learn some of hi* flashier moves such as the hntshln Sohtaisnd 

Youshi Stwin — the animations jlont an? worth tlu> t'ttoff! 



KttAtAK \HU As 



SMAU/UMP ATTACKS 



Chuusui: 


H 


Rakuho Sousui: 


B (rin wa\ up) 


Housui: 


I*+B1 


Rakuhn Sui: 


B ion way down] 


Shivoutai: 


C 


Choushilai: 


£ MQ Up] 


You/entat: 
Sohutai: 


l**ci 


Shitai: 


Clfusi before 
landing) 
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AKIRA 






GIANT-LEAP ATTACKS 



RECOVERY MUCK 



Rakugeki Sousui: 
Toukyaku: 

Hidanlai: 
Rakuho Tat: 

rujintai: 

I tiuiimn Inukai' 




-» B (on way up; 

C (simultaneous 
with juftpj 

-*C ion \wiyUpt 

C(on wav i 

C (Immediately^ after 

apex) 

<- C [on wa> up/only 
h»ls Irorn behind) 



K.ilsumvn Srnhii: 
Kalsumen Soutai; 



SPUIM W()\tS 



ccc„. 
* ccc.„ 



Kcilkan Tai: 
Rfrnun Chouchuu: 
MouLo Koha/an: 
Inushin Soulai: 




ATTACKS ON OPPONENTS 
II f HIND YOU 

Kenhaisui: 

Koushuulai: 



Gckihousui: 

Soukalmu: 



6 (close to 
fallen opponent. 
i'.A\\ lie repeated, but 
you must wail .1 
moment between 
hits I 



fwrankou: 
Rcnsui Hatsenfftfc 



CC 

B 

I B 

B (close lo 

opponent) 

B (close lo 
opponent) 

[B + C] (close 

to opponent 

IB + CI 
[B+C]BB< 









Full Name: Pai Chan 
Nationality: Chinese (Hong Kong) 
Dale of Birth: May 17, 1975 
Height: 5'5" (166 cm) 
Weight: 108 pounds (49 kg) 
Occupation: Action Film Star 
Hobby: Dancing 
Technique: Ensei-ken 
Specialty: Intercept fighting style 



Unlike her father. Pai has learned that the best defense is a strong offense. She can grab 
her attacking opponents and throw them to the ground, and her stomp attack has a 
tairly high success rate. As a handicap, try playing without her rapid punch moves and 
concentrate on throws instead* Hell 




REGULAR ATTACKS 



SMALL-JUMP ATTACKS (cont'd) 



Chuu Ken: 


B 




Hishitai: C (on wav up) 


Souchuu Ken: 


i*+B| 




Sokushuu Tai: C (just before 


Sentai: 


C 




landing) 


Sensai Tai: 
Scnchuu Tai: 


*c 




GIANT-LEAP ATTACKS 

Rakugeki Souken: *■> B (un way up) 


SMAU-IUMP ATTACKS 




Hicn Toukyaku: C (simultaneously 


Toukuu Southou: 


B (on way 


up) 


with jump) 


Toudan Konsui: 


B (on way 


down) 


Hiiro Youthuu: ** C (on way up) 



M 
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GIANf-LEAP A TTACKS (cont'd) 



SPECIAL MOVES 



Rt'nki-nl.u. 



BC 



Hien Kaikyaku: C (on way up) 

Emhou ^ iu&M)wn|H)tilai: BBC 

Fujinkyaku: C (Immediately aft^F RSLjenshin 

jpcx> ^*V " ■ % B " B < 

Enhaishou: «-C lonw.i np/onl «*„!„,„ Temliin 

hus from ^hW Soukyaku B B B 4- C 

ATTACKS ON OPPONLN1 tllltlKti YOU J***" 1 Hjl 

S.-npuugarc-I |A*C1 

fnsvn Hairyuu: B luselocounlei a 

^ L. wandinj; punch ot kick) 



Haichuu Tai: 



Enshuu Raigefci: BBB...^" 



Tench I Tolu.lku: B (clOSe lO 

Hk opponent) 

Insliuii KouraiReki: t BBB.,.^^ ^* *ji „ , 

" s.npuufnjln: Bulnwln 

Rai'inshouda: B do^l^'all' ftponenl) 



RECOVERY ATTj 



w 




. imVlimtuly, 
Hnu>t WM j Toushin Inshod 1B+C| 

it between hilsi faitouri Senk\»ku: C i standing up Irom .1 

BctQUC 



.llifl |MlMflMl1) 



Zen Sentai: 
Zcnsou 



ccc« 

* ccc„ 






Full Name: Lau Chan 

Nationality: Chinese 

Date of Birth: Oclober 2, 1940 

Height: Vh" 1169 cm) 

Weight: 168 pounds (7b kg) 

Occupation: Cook 

Hobby: Chinese Poetry 

Technique: Koen*ken 

Specialty: Punches and open-hand blows 



Though generally considered the "cheapest" character. Lau has an amazing arsenal of 
mow ' ike his daughter ftlfc he w o;*e of* /At* game's fastest fighters, and hts throws do 
a great ileal oi d.image* Use his Henkan Tenshln Kyaku to surprise the unwitting. HAH 




REGULAR AIlALkS 


Chuu Ken: 


B 


Souchuu Ken: 


|A*B1 


KaKurucnUr: 


C 


Senui Tai: 


I*+C| 


Senchuu Tai: 


*C 



SMAUJUMP ATTACKS UonVdl 



SXtAU-IUMP ATTACKS 



Toukuu Soushou: B (on way up) 
Toukuu Chuuken: B ton way down) 
Hishitai: C (on way up] 



Toukuu 
Snkurnkyaku: 


C (just before 
landing) 


GIANT IEAP ATTACKS 


Touraku 
Sousutshou: 


-* B (on way up] 


Hishuutai: 


C (simultaneously 
with jump) 


Toukuu Soulai: 


-* C (on way up) 
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SPtCIAl MOV£S 



hiis from behind) 



ATTACKS OS OPPONENT BEHIND YOU ScnpuuftK 



GIANT-LEAP ATTACKS (cont'd) 

Toukuu Tankyaku: C (on way upt Reokenlai: B C 

Toukuu Fujinkyaku: C 'immediately oiler Rcmhou: B B 

apwl Chuugcki: B 

Kokyaku Haishou: «• C (on way up/only raHouri Senkyaku: C (while Standing 

trom crouch) 

Rekkako Scnkyaku: C 

[A + C) 
HaichuuKcn: B J R W kan Tcnshin 

Haii huu Tai: C Kyaku: B B B C 

^k Renkan Tcnshin 

STOMP ATTACKS Soukyaku: B B B * C 

Tenshin Haimhou: B iclow to 

^O opponent) 

Shajmhou: * B 

Renkan Rilai: B B B C 

Rcnkanhai ^ 

TrnkvaklE BBB C 



Kosuu Raishuu: B 

Kosou Rrnshuu: T Bl 



RECOVERY ATTACK 



Zen Senlai: 
Zemou Senlai: 



ccc... 

c... 



« 



OLF 



Full Name: WoM Hawkfield 
Nationality: Canadian 
Dale of Birth: February 8, 1966 
Height: 71 r (180 cm) 
Weight: 220 pounds (1 00 kg) 
Occupation: Pro Wrestler 
Hobbv: Karaoke 
Technique: Pro Wrestling 
Specialty: Charges ami Body Throws 

This human juggernaut is a power player's character True to his wrestling background, 
Wolt moves with a slow hut relentless brutality. Use his rushing moivs (the Axe Lariat 
and Shoulder -Snack / w ith caution— if your opponent blocks low. you could go flying 
oil the e<lge nt the ring} Wolfs Giant Swing, though difficult to pull off, is a toy to 
Mmld. Use it while Standing near (but fa mg away from} the edge of the ring to give 
your opfxment the Ixtm's rush ' 




Straight Hammer: B 

Low Hammer; I* + Bl 

High Kick: C 

Low Smash: 1 4* + CI 

Face LiH Kick: * C 



$MAU>IUMP ATTACKS 



Step Hammer: 
Rock Punch: 
Toe Crush: 
Hammer Edge 



B (on way up) 

B(on way down) 

C (on w.iv up) 

C (jubt before 
landing 



IB 
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GIANT-LEAP ATTACKS 



SPECIAL MOVES 



lumping lariat: 
Rising loc: 

Drop Kick: 
Hammer Kick: 
Heel Crush: 

it.ii J. Side Kick: 



■» B (on way upLV] Hammer Kick: 

C (simultaneously |ab t Straight: 

with jump* "5k t^. 

->C (on way up) jfodyjfant 
C (on wayiup) 

C (immecipTHi alter Double 

ape*) i Sup lev 

«-C(onWNup/onjJ* 

hits from 



4 nACfcS ON OPPONENTS 




B< 



B (close to 
ojUHment) 

IA + B ♦ C| 
(close to crouching 
opponent) 



Rolling Hammer: B 
Back Kick: 



■Ml.uk; 
CEmTTS >*lng: 



STOMP ATTACKS 



Elbow: 
High Elbow: 



BBH 
t BBB... 



B , !•«• 
pponent) 

B (close to 
menl) 

German Suplex: |B+A| (while standing 
directly behind 

nppom-nli 



H ......... JB"* 

r if _■' '""r 

)r 'alternate.: 

f / op,K 



Kit OVERYAT TACK 



Rolling Clean 
Low Clear: 




c 







Full Name: leffry McWild 
Nationality; Australian 
Date of Birth: February 20, 1957 
Height: 60" (183 cm) 
Weight: 244 pound* Oil kg) 
Occupation: Fisherman 
Hobby: Re^ae Music 
Technique: Pancratium 
Specialty: RorJv Thrown 



Whar Ivffry lacks in speed, he makes up for in power, with single moves that tike off a 
quarter or mare of his opponents' health! This gargantuan warrior could also be 
nicknamed. The Pumshvr. * as he is unforgiving of his opponents' mistakes, feffty Is 
<r/s«> thi 1 prtHid /xt^c^or of ,i number of deceptive comlios, made all tht* more 
surf wising for his seeming slowness* An arcade /.aw r ,v' 



REGULAR ATTACKS 


Straight Knuckle: 


B 


Low Knuckle: 


|*.B) 


Uppercul Kick: 


C 


Vertical Kick: 


l*+C| 


Side Kick; 


*C 



SMALL-IUMP ATTACKS 



Hammer Down: 
Step Knuckle: 
Step Kick: 
Pushing Kick: 



B (on way up) 
b [on way down) 

C [on way up) 

CQust before 
landing] 



+ CO 
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GIANT-LEAP ATTACKS 



(thing Sun 
Hammer: 

Killing Biles: 

lumping Fool 
Stomp: 

Hying Low kick: 

Heel Stomp: 

Roar Kick: 



-fr 8 (on way 

C (simultaneous) 
wilh jump) 




RECOVERY ATTACK 



Spinning Up Kick: < i < 
Spinning Low Kick; 4 CCC. 



-fr C (on way 

C (on way upjl 

C (Immediately after 



Knurl. 



SPtCIAl MOVtS 



e Knuckle: 
knuckle Kitk: 
Body Lift: 






Mountain: 



hits tro 



ATTACKS ON OPPONtNJS HtHtKD \Ol ' 



Spin Knuckle; 
Back Kick: 

STOMP ATTACKS 



B 
C 






(nc Gun 
Lift: 



Elbow Upper: 
Power Slam: 



B (close to 

opponenll 

IB + CI (close 

tOOpJXMMMl!) 

I CfdOMMO 

crouching opiwmpnl) 



Power Bomb: 



Flying Body Press: 
Balden Drop 



T BBB... 



B (close lo 
opponent) 

|A + B + C| 
(close toirnuc hing 

opponent) 

Toe Kick & Hammer: C B 

T^ron Cbw: B (clow? lo 

crouching opponent | 

tlbow & Hammer: B 





£ i 



Full Name: Kagemaru 

Nationality: Japanese 

Date of Birth: lunefa, 1971 

Height: S'8" 1173 cm) 

Weight: 141 pounds (64 kg) 

Occupation: Ninja 

Hobby: Mahjong 

Technique: Hagakure-ryu lujulsu 

Specialty: Body Throws, Remote Attacks 



Kagv is iwaltobiy the most agile of all the fighters* and is a letrur to watch when played 
well i lt^ tittl ku k* < ombine defense wft/i a surprise oftnsft while his somvfsault 
allai ks tmke Him •* threat from hallway m ma the ring, Be careful, though, as abusing 
His Rair) uu I fhhou Kyaku mow could leave you high and dry ixitsitie the ring! 
Although hh stomp atUi k frequently comes too late to do any damage, it does allow 
him to get Itehnnl o/iptfnents for a deiyilitating Haura Casumi thmw . 



SMAU^UMP ATTACKS 



RH.CIAH ATTACKS 


I'.ini. i. 


B 


li/uri 1 »."■■ 


!-*• + B| 


Tsukikaeshikeri: 


C 


Surifjeri: 


I* + q 


Njka Ceri: 


*c 



Shutou: 

lobt Seiken: 

lobi Kakalo 
Oto»hi: 

IwikiKakatoGeri; 



B (on way up) 
B (on way down) 

C (cm way up) 

C (jus* before 

landing) 
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GIANT-LEAP ATTACKS 


SPECIAL MOVES 




Rakuyou: 


■* B (on way up) 


Resshoukyaku: 


BBC 


Hishougeri: 


C (simultaneously Katana Gasumi: 


IA ♦ 6 * CI (cloy- |o 




with jump) ■ *-^^4 




opponcnll 


Kuuhadan: 


-> C 'on way up) 


Ryuuei Kyaku: 


C 


Marutagcri: 


C ion way Up) 


Kagegasumi: 


B ii lose to 


Tohi Kakalo Geri: 


C (immediately after 




opponent) 




apex) 


Koenraku: 


B (dose 10 


Kailen En/ui Geri: 


4- C (on way up only 




opponent! 




hits from behind) 


Strffhageri: 


C 




^ONENT BEHIND YOU 


Kaiten li/ura Kyaku: 


c 


ATTACKS ON OP1 


Kouten li/ura Kyaku; 


c 


Ura Ha: 


B 


Haura Gasumi: 


[8 * A| (directly 


Gyaku Geri: 


C 


Rairvuu Hishou 


behind opfxinenD 


STOMP ATTACKS 




Kyaku: 


|A ♦ b ♦ q 


Hiendan [4 lose), 




Koen Raku: 


p (close to 


Asuka Imodium), 






opponent! 


Hishougeki idrsiann: BBB... 


SenpuLi Geri: 


c 


RECOVERY ATTACK 






Tatsumaki Geri: 


ccc„ 






latsumaki Surigeri 


: A CCC» 







ARAH 



Full Name: Sarah Bryant 

Nationality: American 

Date of Birth: July 4, 1973 

Height: 5'6*<16B cm) 

Weight: 119 lbs (54 kg) 

Occupation: College Student 

Hobby: Skydiving 

Technique: leol Kune Do 

Specialty: I IIkjw and Knee Strikes, Barrage Attacks 



Although less powerful than her tyrother, Sarah b I* ky*S equal in agility and speed, and 
is almost as quick with the Stomp attack. Her knee attM h are formidable, hut leave her 
vulnerable when missed. Use her Double-Step Knee to sucker in opponents who like to 
mow in on "missed" attai ks. Ya-ho! 




REGULAR ATTACKS 



Straight Lead: B 

Squ.it Straight: |4+ (!) 

Vertical Hook Kick: C 
Low Kick: I* +C| 

Middle Kick: * C 



SMAti-fUMP ATTACKS 



Elbow: 

Step Straight: 



B (on waj up) 
B [on way down) 



SMALL-IUMP ATTACKS (cont'd) 
Step Hook Kick: C (on way up) 

Step Heel Kick: CflUSl before 

landing) 

(.IWT-tlAP ATTACKS 

lumping Hook 
Knuckle: 

lump Kick: 
Dragon Kick: 



"> B (on way up) 

c (simultaneously 
with jumpi 

-* C (on way up) 
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ARAH 



GIANT-LEAP ATTACKS laml'd) 
Middle Kick: 
Heel Kick: 



jump Over Kick: 



C (on way up) 

C (immediately after 
apex) 

*-C (on way up/only 
hits (mm behindi 



ATTACKS ON OPPONENT BEHIND YOU 
Turn Knuckle: B 

luMikitk: c Mm 



STOMP ATTACKS 



A 



lumping Knee 
Slomp: 

Mi lump 

Knee Mi it up: 



B "" 



t B <or t 






RECOVERY A HACK WI1H QPfONENl 
NEAR FEE I 

Verticil Spin Kick: CCC 

Low Spin Kick: 4* 





RECOVERY ATTACK WITH OPPONENT 
NEAR HEAD 



Spring Kick: 



SPECIAL MOVES 



CCC 



Punch + Side Kick: 

I »■ uihli- PurHh + 
Snap Kick: 

Back Drop: 

Illusion Kick: 
Double-joint Bull: 

Kitlng-Knet' 

Combo: 

Neck Breaker: 

Somersault Kick: 

DouMe-Mep Knee: 

Somersault 
Combo: 

loeKicki 
Side: 




8 C 

BBC 
IB ♦ Al 

(standing directly 

behind opponent) 

*CC 

BC 

BBBC 

B (dose 10 
opponent) 

c 
c c 




Full Name: lacky Bryanl 
Nationality: American 
Date of Birth: August 28, 1970 
Height: 5'9" (177 cm) 
Weight: 1 58 lbs (72 kg) 
Occupation: Indy Car Racer 
Hobby: Training 
Technique: leet Kune Do 
Specially: Spin Kicks. Drop Attacks 



/.?< ky is perhaps the best all-around character, with high ranking! In speed, agility, and 
power, plus a wide array ol vicious combos. He also possesses some of the most brutal 
recovery moves, which will make his opponents think twice alx>ut sweeping or 
standing Itehind him. His stomp attack is almost impossible to avoid. Another arcade 
favorite! 




RECtllAR ATTACKS 



SMAU-IUMP ATTACKS 



Straight Lead: B 

Squatting Straight: I 4- ■ HI 
Vertical Hook Kick: C 
Low Kick: [i* C| 

Middle Kick: * C 



Elbow: 

Step Straight: 
Step Hook Kick: 
Step Heel Kick: 



B (on way up) 

B (on way down) 

C (on way up) 

C <(ust before 
landing) 



CC 
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27 



KY 



GIANT-LEAP ATTACKS 



lumping Hook 

Knuckle: 

jump Kick: 

Drop Kick: 
Middle Kick: 

Heel Kick: 
lump Over Kick: 



-» B (on way up) 

C (simult.iiK'Qu'ilv 
with jump) 

-* c [on way up) 

C (on way up) 

C (Immediate)y aft 

apex) 

*- C [Oil w.iy tip/onK 

in!- Horn behind 



\ HACKS t)S OPPONENT BEHINIi YOU 
Turn Knuckle: B 

lurn Kick: C 

STOMP ATTACKS 




RHOUR) Ml -It k'-uont'd) 

Low Spin Kick: 4 CCC... 

RECOVERY ATTACK WITH OPPONENT 
NEAR HEAD 



ccc... 



(ah + Straight: B 8 

Plinth ♦ Side Kick: B C (clow to 

opponent] 
tmce Crusher: (B + A| (standing 

directly behind 
opponent) 

Xpir 

knu.ile; B B 




■ dec v.)u«n't. 

Double Spin 



tumping Knee 
Stomp; 

Hi-lump 
Knee Slomp: 



BBB... 



f BBB... 



+ Spinning 



Elbow 
Kick: 

Spinning Arm Kit k: 

Neck BreaJ 



RECOVERY ATTACKS WITH OPPONENT 
NEAR fEET 

Vertical Spin Kick: CCC... 
28 



,« 



Somersault 

Slant Knuckle & 
Low Spin Kiefc: 



BC 

BC 

B (dose to 
opponent) 

C 



LIMITED WARRANTY 

£*fti t J Anwth a. In* wjrrjnft to Itv n^rul uirmjmrf pun.hw* itut oV Vp Saturn compact dh< Uull be frrr (mm drfrch. 
in m.HtiuI jf«l MffLmjmhtp kv j prr*xf n( 'Nl Aty\ Iram ihr du> of purrriw I* J drfcxt tfArrrd tn in* Itrnitrd HlHrtj 
* o\jf*n£ thit <K> di> wjrrjftt> pctwl Srga *iH NMb Of ntpUcr ihf defafnc Cornfuct oW Jl 
*v tiphoa frt*f of ctur|r THn Limited fejnjnty <bc* nn( jppty rf the detail Kf#e be*n CJimd b* neglijpttte. jutdrnT. 
UdTjv^jWt u*\ TutdtrH jfifwi Umpenngor Mfy olhrt cjum not frbfed lu defetln* mjhrruH or AtirWumhfp 

Id r*veH*U>5- W4tfar*v«rt*r. tJfllhvScRJ Crimumer V^i<vt>riMrlmfTrt Jirfiis mmJjfc 

I40D-JJSMECA 

tfwijn *j"*h*.i\ icrvtoe. ka\\ the iej* tarurfun Comumn Sen-** Department M th» number 

DO NOT RfTUKN VTWJK WCA SAIUfttt COMPACT OtSC IO>OUR ttTAIl SCUlft fatum the compel nW to $*■**> 
I'm^iwVfMtr Plr^vijll*K^ It* riifih*^ mrrrfnuiic4i IHfv* Sr*j ir-ttvun-in rt uruhV* to toHr ihr pmUcoi by phorw b he 

nr ^^^iU|Viiv^^owithinOfu<Tiom*^f^jrnir^>*»urifc-kTTr\vHiV to Viy IV <otf of feturn*if( Ihr dn< toScfU* Sm*r 

Cenirt Uull be pJ*l by Ae- putttutcr 

REPAIRS AfTtR EXPIRATION Of WARRANTY 

If y*w Se&i Sjlurn compel 1 iW tnjuttr* i^uits after fetm-mattim ol thr '*() day [iflWd warranty period, you rruy 

oioLm I rhi- ***£J < wMntm* Sen k t [Vpartmenl al Ihr nufnh'i Intrd alBar M tbr tr*ri«*ctJ*i t» uniblr to *olw fho 

ptiM*fti lr\ iJwkfM- hv iw U»c ttill *K-rtr yuu of the otfirrukd toAt ol npM li >**u c^ocl to hjw* thr tqwtr oVwx*. )<« 

it**] to rrtum the cWedh« mcrctofldhc. frc4f^rt pfrp«Kl >nd »n%uf «l j^j.mi luu ur tiirr>Jt;i? f to Sq^'t Si-r\ N c 

< ^Kh -i»» onclotod thrik or murx> onJrt pa trf Arm*™ a Int .. fcer the Arttounl 1 4 the COM fM*rrutr 

|Ki^tdedlo>oubYtrirkn:ho)(Mn tt jrti-» imfuMiff-. H tv rti^f numil ttui yu -iimiuitiitM OHM1 bt fqabtd <1 ***»<t» 

irm*iJ to \ihj ^nd vimji fM>-in nt will be ri^mclnl 



LIMITATIONS ON WARRANTY 

Any Jftf )U .hi j|t* tnt|ktu*i1 v**i"*totp(*\. *r* liidin^ v\^rr>ritti^ irf rm*ii Kim.*In'it\ .ir^J fifing hn j fU'1«iuLir |K#pt*w^ OThtfWI) 

-ho^iVinmth. 'itifoMit puKtuw and j*i ujIiji^t to tt*4*i iimk-iin^ u-t to^ih hi-ntn In o*» «-vnl ihjJI St-^.i (M 
Amrfi* j Inc be luHr *ii* iiHHii|m*i*rtUl i* mi rnVnuJ ibnt4fjn inull>nf{ tomi ih' twiM* h irf Afft n|MM in bftfrfltd 
^va>Tiin(H*y 

Thr -Km t\*tn\ of Ihn Umilcd ^jrrmU M* \*Ud b the Unilrd $Ulr« onl*f. iomr Ualr* cio nnl jBtm limtlJlmm on hen* 
I'tojt jn inipltrd MAfTAnlv U*t* F or tutowon of <orn<qurn1ul or toikimUl din*ap*v *k> the «bo%r KnWUtion or 
culcnion rru> no* jp-pli lo you, Thw rtj/Mnt> nrtnkk-i you with «prclut Intil nejilv Vou nuy hjy^p othtf righU *%hkh 
**r> from tUt<* lu itile. 



